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COPYRIGHT NOTICE 


© Copyright 1984 BAUDVILLE 
All Rights Reserved 

The software program, package design, and instructional 
material are reserved by BAUDVILLE. These items are intended 
for use by the original owner only. Except for personal use, they 
may not be reproduced in any medium, or for any other applica¬ 
tion, without the prior written permission of BAUDVILLE. 

Commercial applications require the purchase of a license. 

WARNING: THIS SOFTWARE PROGRAM AND MANUAL ARE 
BOTH PROTECTED BY U.S. COPYRIGHT LAW. 
UNAUTHORIZED REPRODUCTION AND/OR SALES MAY 
RESULT IN CRIMINAL PENALTIES. COPYRIGHT INFRINGERS 
MAY ALSO BE SUBJECT TO CIVIL LIABILITY. 

LIMITED WARRANTY 

BAUDVILLE warrants to the original purchaser only that the 
diskette on which the program is recorded will be free of defects 
under normal use for a period of ninety (90) days following date 
of purchase. If a defect occurs in the diskette during this period, 
BAUDVILLE will replace the diskette without charge providing 
you send a dated proof of purchase with the diskette. 

The software program and the instructional and reference 
materials are sold ‘‘AS IS" without warranty, either express or 
implied, including, but not limited to the implied warranties of 
merchantability. The entire risk as to the results and performance 
of this software program is assumed by you. 

Some states do not allow the exclusion of implied warranties, so 
the above exclusion may not apply to you. This warranty gives 
you specific legal rights and you may also have other rights 
which vary from state to state. BAUDVILLE’S liability shall not in 
any case exceed the purchase price for the software claimed to 
be defective. 


2-1 











Heroes & Viliams 

The setting is a computer laboratory in Silicon City. The lab 
belongs to Theodore Bolt, a mild-mannered computer engineer 
who is researching ways to communicate with intelligent life in the 
outer galaxies. While working very late one night, he came in 
contact with the planet Arcturx in an uncharted galaxy. The 
message on the screen told of a secret brotherhood dedicated to 
destroy evil wherever it exists. Suddenly, the room was filled with 
brilliant light bolts and Theodore was transformed into our super 
hero . . . Thunderbolt! Since then Thunderbolt and his 
telepathic sidekick Watson, who is his pet cat in the everyday 
world, have been busy fighting the deadly foes of the 
brotherhood. Their weapons are knowledge, wisdom, and power¬ 
ful light bolts. 

Meanwhile, on a mountaintop not far from the city, evil forces 
almost beyond comprehension are at work. From his secret lab, 
the villainous Dr. Greedy is creating havoc in the world to ap¬ 
pease his appetite for wealth and power. He is a brilliant mad 
scientist with a gang of monstrous villains to help him in his desire 
to rule the world. 

Will Dr. Greedy succeed in this dastardly scheme? 

Will Thunderbblt be able to rescue the world from tyranny? 

Only you can decide ... for the script is yet to be written! 


How to use this library 

This is the second in a series of animation libraries to enhance 
the powerful capabilities of your TAKE 1 program. This disk con¬ 
tains a large selection of professionally designed actor files with 
pre-recorded actions ready to use in your own animated movies. 
In addition, you will be able to learn a great deal about how to 
design your own actors by examining the techniques used on 
this library. 

To get a preview of what you can do with this library, boot up 
your TAKE 1 program disk and select the Movie Projector. Insert 
the HEROES & VILLAINS animation library disk and run the 
Demo Movie. This movie contains several short scenes using the 
actor files on the disk. Later on you may want to modify some of 
these scenes and even use them in your own movies. 

Before you do anything else, you should use the TAKE 1 DISK 
UTILITIES to make a backup copy of the library disk. While you 
are at it, you should also format some data disks for your own 
movies. Any actor files that you are going to use in a movie 
should be copied to your data disk. A scene will not run unless 
the actor files are on the same disk as the scene. 

The actors in this library come in two sizes. The larger ones are 
good for closeup scenes where details are important. Most of the 
scenes in the demo movie use the large actors. The medium size 
actors have an M at the end of the filename. These actors take 
up less memory in the scene editor and give you more room to 
move around the screen. 

Now you are ready to make some movies! We hope you have as 
much fun with this animation library as we have. 
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The Actors 

Theodore Bolt 

The mild-mannered Theodore spends a great deal of his time 
working at his computer lab. 

THEODORE WALK— Actions: WALK RIGHT 



THEODORE SITTING-Acf/'ons: LOOK LEFT, LOOK RIGHT, 
SPOT TROUBLE 



Theodore is shortened to Theo in the medium size actor files. 
THEO WALK SIDE M -Actions: WALK RIGHT 
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THEO WALK FRONT M— Actions: WALK FRONT 


THEO WALK BACK M— Actions: WALK BACK 
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Thunderbolt 

When trouble strikes, Theodore can transform himself into the 
super hero Thunderbolt at a moment’s notice. 

THEODORE TO THUNDER— Actions: CHANGE TO THUNDER 



THUNDER TO THEODORE— Actions: CHANGE TO 
THEODORE 



THUNDER RUN— Actions: RUN RIGHT 
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THUNDER FLY— Actions: TAKE OFF, FLY 
THUNDER LAND— Actions: LAND 



THUNDER SURPRISE— Actions: SURPRISE, DUCK 



THUNDER HALT —Actions: LOOK LEFT, LOOK RIGHT, HALT 




THUNDER CAPE BLOW— Acf/ons: CAPE BLOW 



THUNDER THROW BOLT— Actions: THROW, SHIELD WITH 
CAPE, LIGHT BOLT 



Thunderbolt is shortened to Thun in the medium size actor files. 
THEO TO THUN RUN M— Actions: CHANGE TO THUNDER 

Iff 
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THUN TO THEO M— Actions: CHANGE TO THEO 



THUN RUN M— Actions: RUN RIGHT 



THUN RUN FRONT M— Actions: RUN FRONT 
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Watson 

Theodore’s pet cat is also a super hero. Even though he can fly 
and has telepathic powers, he is a bit timid in the face of danger. 

WATSON RUN— Actions: RUN RIGHT 



WATSON FLY— Actions: TAKE OFF, FLY 
WATSON LAND— Actions: LAND 



WATSON TO CAT— Actions: CHANGE TO CAT, HISS 



CAT — Actions: WALK SIDE, JUMP 
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CAT TO WATSON— Actions: CHANGE TO WATSON 



Dr. Greedy 

You can tell Dr. Greedy is sinister just by looking at him. He 
knows Thunderbolt’s weakness is a blast of black light from the 
moon so he has invented black light lasers to slow our super 
hero’s efforts. 

GREEDY WALK— Actions: WALK LEFT 




GREEDY SHOOT— Actions: DRAW BLASTER, FIRE BLASTER 
LASER BLAST, TURN DIAL 
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GREEDY LAUGH— Actions: RUB HANDS, LAUGH 
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GREEDY SHAKE FIST— Actions: SHAKE FIST 
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Dr. Greedy’s Villains 

The ALIEN is a spider-like creature from the planet Xexes. He is 
not too smart but can move very fast and stun his opponents with 
a paralyzing sting. 


ALIEN MOVE— Actions: MOVE RIGHT, MOVE LEFT 




ALIEN WORK— Actions: LOOK LEFT, LOOK RIGHT, WORK 



ALIEN MOVE SIDE M —Actions: MOVE RIGHT, MOVE LEFT 
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The ROBOT is one of Dr. Greedy’s sinister inventions that can 
cleverly disguise itself as a trash can. Since it is only a robot, it 
could possibly be reprogrammed to work on the side of 
Thunderbolt. 

ROBOT MOVE— Actions: MOVE LEFT, MOVE RIGHT, 



ROBOT WORK— Actions: ROTATE, ARM UP, ARM DOWN, 
SHOW FACE 



ROBOT ROLL M— Actions: ROTATE, MOVE LEFT, MOVE 
RIGHT. ARM UP 
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The DRAGON is a fire breathing monster brought from the 
ancient past with Dr. Greedy’s time machine. He is slow and 
awkward on the ground but can fly quite well. He is always 
hungry and will eat almost anything or anyone. 

DRAGON FIRE— Actions: BREATHE FIRE, FIRE—The fire breath 
is cast separate from the body. To get the actions to work 
together, start the actions at STEP 1 for both the fire and the 



DRAGON JUMP— Actions: JUMP 
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DRAGON JUMP M— Actions: BREATHE FIRE, JUMP, FIRE 



DRAGON FLY M— Actions: FLY 



The GHOST is a mysterious villain who appears and disappears 
into thin air. Thunderbolt may have to call out the ghostbusters 
for this one. 


GHOST APPEAR— Actions: APPEAR, DISAPPEAR 



GHOST HOVER— Actions: HOVER, GRAB 



GHOST FLY M-Actfons: APPEAR, DISAPPEAR, FLY 
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Another of Dr. Greedy’s evil team is the mercenary terrorist 
AGENT X. He carries a black light laser gun and is very tricky. 


AGENT X KNEEL— Actions: LOOK RIGHT, LOOK LEFT, 
KNEEL, LASER BEAM 



AGEN X RUN— Actions: RUN LEFT 
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AGENT X SURRENDER— Acf/ons. FALL, SURRENDER 
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AGENT X KNEEL M- Actions: KNEEL, HIT THE DECK, FALL 
BACK 
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AGENT X RUN M— Actions: RUN LEFT 
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TIPS AND TECHNIQUES 

When you are making movies with Heroes & Villains, you may 
want the actors to do some things that are not on the library disk. 
Here are some tips to help you expand this library and make it 
even more useful. 

About Face 

Suppose you are making a scene with Theodore and you want 
him to walk across the screen from right to left. All of the pre¬ 
recorded actions for Theodore go the opposite way, from left to 
right. Fortunately, there is a relatively simple way to make actors 
face the opposite direction. 

First, select the PICTURES & BACKGROUNDS program in TAKE 
1 and load the desired actor file (in this case THEODORE 
WALK). Then make a picture of all the snapshots in the actor file. 
Be sure to leave some space between each snapshot on the 
screen. Use the CUT/PASTE WINDOW and the BACKWARDS 
command to flip each of the snapshots so that it faces the other 
way. You can do this all at once by clipping out the entire screen. 
If the colors change during the flip, move the window one pixel to 
the right or left. 

When you have a picture with all the snapshots facing the other 
direction, quit PICTURES & BACKGROUNDS and go directly to 
the ACTORS & ACTIONS program. You may want to save the 
picture before you quit, but it is not necessary to do so since the 
picture will remain in memory. In the ACTORS & ACTIONS pro¬ 
gram, select NEW ACTOR and clip out all of the snapshots from 
the picture you just made. Make sure to clip them out in the same 
order that they appeared in the original actor file. All that remains 
is to record the actions and save the new actor to your data disk. 
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Long Playing Movies 

If you have two disk drives, you can make much longer movies 
by spreading the scenes over two disks. When you are putting 
the final movie together with the MOVIE EDITOR, you will have to 
add the scenes from one disk, then change drives and add the 
scenes from the second disk. The movie file can be saved to 
either disk. When you are playing the movie with the MOVIE 
PROJECTOR, the disk with the movie file should be in Drive 2. 

Animation Library #1 

If you already have Animation Library #1, you will find that the 
medium size actors in Heroes & Villains work well with the actors 
in the earlier library. Mixing the actors from both libraries 
expands your movie making potential dramatically. 
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